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THANK YOU FOR SELECTING THE FUN-FILLED “SILKWORM” 
GAME PAK BY AMERICAN SAMMY CORPORATION. 


THIS GAME 15 

SED BY NINTENDO This official sealis your assurance that Nin- 
tendo" has reviewed this product and that 
it has met our standards for excellence in 
workmanship, reliability and entertainment 
value, Always look for this seal when buy- 
ing games and accessories to ensure com- 
Nintendo and Nintendo Entertainment System are plete compatibility with your Nintendo En- 

Trademarks of Nintendo of America Inc. tertainment Systems 


Nintendo recommends against using a rear projection television with your NES as image 
retention on the screen may occur 





SAFETY PRECAUTIONS 


Please take time to read the important instructions in this booklet 
Observing the step by step instructions and complying with warnings 
will be your personal guarantee to greater game satisfaction over a 
long period of time. 


Avaid subjecting this high precision Game Pak to extreme tempera 
tur and shock. Furthermore, never attempt to disassemble your 
game pak 


Do avoid touching the connectors. Store the game pak in its protective 
STORAGE case. 


Use of thinners, solvents, benzene, alcohol and other cleaning agents 
can damage the game pak. 


Pause for 10-15 minutes after 2 hours or more of continuous game 
playing. This will extend the life of your game pak. 


note that this game has been programmed to 


s have rounded screens and may bloc 





AME STORY 


A solution has turned into a problem! Man's solution to war, 
the artificial brain "MHC2", has somehow overridden its 
programming and is turning our own weapons against us. In 
response to this threat, world leaders have chosen a two 
member team from the top-secret defense program code- 
named, “Silkworm”. This team will utilize the unique weaponry 
and maneuverability of the Silkworm attack helicopter and the 
Silkworm interceptor jeep to infiltrate MHC2's defenses and 
eradicate the threat. To do so will take every ounce of the team's 
strength, reflexes and determination. 


MHC2 has issued its ultimatum: "Surrender! Worship me as 
your god or DIE!" Intelligence recommends extreme caution. 
Beware of MHC2's trickery! The world is anxiously waiting-will 
the Silkworm team succeed or will they fail? Only time will tell! 





2. SCREEN DISPLAY 


"Lives Remaining 











HELI 4 3 JEEP @@ 3 | 


0000000 | 


*Current Level 
*Bonus Badge 


"Score Indicator 








3. CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 


LECT START) 


CONTROL SELECT START B BUTTON A BUTTON 
PAD BUTTON BUTTON 


* Control Pad (Helicopter) *Control Pad (Jeep) 


Up Cannon Left 


(е! “аг 
Left (e 76) Right Jeep Left Jeep Right 
UN 


Down Cannon Right 





button to angle h 
the B button to fire cannc 


button results 
tinuous firing 


ent left and right moves the ve only 

ind down rc es the nnon left and might 
tton to jump 

" button to fire cannons, Holding de 


button 
results in continuous firing. 


SELECT BUTTON 
ctbutton to indicate your choice of vehicle atthe opening: 


screen, and to decide 
at the continue screen 


START BUTTON 


Press the Start butta 


begin the game. Pressing the start button during a game will turn 
è feature 


on or off the pause 


<<PAUSE FUNCTIONS s 


ju wish to pause during a game, pre Start button. Pr the Start buttor 
continue pl 





4. HOW TO PLAY 


Silkworm consists of seven w s and a final confrontation. A 
can battle your way to reach the base MHC2.In the e 
e either vehicle, the 
se the #1 controller 
] for the helicopter 


les each. Once you have даіпе‹ 
added to your y 


Your ls icopter and jeep are equipped with a cannon capable of firing 

ammo in two direc Hons By capturing the “Twin Item ir fire powe 

willbe de ubled. ehic eed can beincreased by capturing the 
"Turbo Item" 


Youare allowed onlytwo additional continuations. When they are 
the “Gan er^ sign will appea 


At the end of each ve, you will be nfronted with a major enemy 
sent by the computer to destroy you. These enemies are very powerful 
and heavily armored. You will have to discover the 'weak' point of each 
enemy by watching for the white flash of a hit bein 1. You will be 
reward with some great graphics if your mission is suc ful-so 
keep trying! Good Luck! 





5. CONTINUE OPTION 


Silkworm offers the playertwo optionsto continue a game after 
all your vehicles have been eliminated. If you se (s' on the 


F 
continue screen, you will begin the wave over again. Scores are 
not carried over into the continued game 


This item will appear whenever you destroy a 
land mine. If you capture it, your vehicle will be 
rrounded by ane y field. Forthe short time 


e зу field or touch it while maintaining another 
field; it will turn red and explode, destroying all 
enemies on the sc 1 





BONUS BADG 


s Badges are awarded as players accumulate bonus items. It takes 
approximately four bonus items to move up tothe next Bonus Badge 
a player has accumulated fifteen bonus items, the C 
awarde d anc 


Commander's Badge 

Players begin Retain 10-14 
Wave 1 with this ^ bonus items and 
badge. As bonus you will be 
items з picked awarded the 

up, the bars next to it will fill with honor of having this badge. 

color. After picking upthe fifth Bonus 

Item, the player will be promoted to Captain's Badge 

Lieutenant. з 2 ай, Capturing апа 

i retaining 15 or 

Lieutenant's Badge ium feo more Bont 
Retaining 5-9 нЕ Items qualifie 
Bonus items you for the prestigious award of tl 
qualifies you for Captain's Badge. This badge a 
this badge. 


firing power until your game is ov 


o 





8. BONUS ITEMS 


aronly after you have 
ated by th« ning of fe 
n the items you have p 
з, Turbo and Bont 


lonus items will apy 
1 enemy which is cr 

pending 
in Sphe 


will vary d viou 


this order: „ard 

Twin Sphere: A Twin 

will appear only i 
)onus 

item al 


firepower 


ptured no other 
items. Capturing th 


points! 
„ard will 


ve cap 


Turbo Card: A Turbo ( 
appear after you 


tured the Т here item 


ically incre 
ability 


speed and maneuver 


Eagle Emblem 
m will app 

wave four or five 

capture this item, your score 


you can 


will be inc 


оуех 


s Pad 


= 


ithe MH Snakeheac 
smaller copter 
captured and will proc 


| Bonus Pod: A Be 
! ear if the p 


to the player's 





9. ENEMIES AND POINT VALUES 


PV = POINT VALUE 
RV = RESISTANT VALUE 


MH RAVEN 
PV - 200 


RV = 1 


MH WHITE DOG 
PV = 100 


MH VULTURE 
PV = 400 


RV = 1 


MAD DOG 


= 10 


MH HAWK 


PV = 200 


MH GREEN DOG 
PV = 100 


ВУ = 3 


MH RED DOG 
PV = 400 





MH SNAKEHEAD MH HOPPER C12 BOMBER 
PY = 2000 PV = 200 PV = 200 





eet 


MH HOVER BLADE MH HORNET C2 TRANSPORT MH STINGERS 
£e Py p 


PV / = 200 N/A V = 100 





MH SHARKBITE 
PV = 400 


RV = 1 


C2 STREAKER 
PV = 400 
RV = 1 


MH BARRACUDA 


PV = 200 


C2 GREYSNAKE 
PV = 100 
RV = 1 


C2 RAT HOPPER 
PV = 100 


RV 


C2 METALSNAKE 
PV = 100 


MH JACKAL 
PV = 100 


C2 STEELHEAD 
PV = 100 
RV=1 





C2 SILVERSNAKE ANTIGRAV MINE C2 SNAKEHEAD C2 ARROW 


PV « 2000 PV = 200 


RV = 12 


C2 FISH HOOK C2 BOUNDER C2 STEALTHSHIP C2 TURRET 
PV = 400 PV - 200 PV « 400 PV = 200 


f 


RV 21 ВУ = 1 RV = 1 RV =8 





à 


Morus 


MH1 TANK MH1 AV MH MULTIGUN C2 HANK 
PV.» 200 V = 300 24 = 500 ^V = 100 


SHIELDED SILO 
PV « 100 





C2 TRICANNON LAND MINE DEFENSE WALL C2 LASERSHINE 
"V = 100 PV = 200 PV = 10,000 PV = 100 
3 RV = 2 RV = 3 


MH SILKWORM C2 SILKWORM 
N/A PV = N/A PV - N/A 
RV -М/А RV = N/A RV = N/A 





*** MAIN TARGETS*** 


HC sends a powerful enemy to prevent you from moving from 
one wave to another. Should this enemy defeat you, you must 
begin that wave overfromitsstart. These enemies have enormous 
fire-power, special defenses, and large resistance values. You 
should attack them with extreme caution. 


WAVE 1 
THE DESTRUCTOR 
PV = N/A 
RV (1 player heli) = 20 
V {1 ple } = 10 


MH HELIDEATH 

RV {1 player heli) = 45 
RV (1 player jeep) = 50 
RV (2 player game) = 65 





C2 TURTLESHELL 

PV = N/A 

RV (1 player heli} 

RV (1 player jeep) - 15 
RV (2 playe 


MH SCORPION 
PV = N/A 

RV (1 player heli 
RV (1 player jee 


RV (2 player qame) 


WAVE 5 
MH CLAMSHELL 
PV = N/A 
RV (1 play 
RV (1 pla 


RV (2 pl 





WAVE 6 
C2 BUMBLEBEE 


N/A 


C2 BATTLE CRUISER 
PV = N/A 

RV (1 player heli) 

RV (1 player j ) = 45 
RV {2 player game) = 55 


FINAL CONFRONTATION 
MHC2 
PV = N/A 
RV (1 player heli) - UNKNOWN 
RV (1 player jeep) = UNKNOWN 
RV (2 player game) - UNKNOWN 


19 





10. HINTS 


Avoid contact with all indestructible enemies-especially the Silk- 
worm and Venom missiles. 

Silkworm missiles can be avoided by the helicopter if it flies at 
the very bottom of the screen. This does not apply against the 
main enemies at the end of a wave. 

Use the different capabilities and firing patterns of both vehicles 
to ‘cover’ each other in the 2 player game. 


Try to rapidly shoot the second vehicle of the MH and C2 
Snakehead before it actually forms. With a little practice you will 
be rewarded with two bonus items instead of only one! 

Each wave's main enemy has one or two ‘vulnerable’ spots. The 
white flash will help you know whenever you have scored an 
actual hit. 

The helicopter is especially effective against the main enemies 
which descend from the top of the screen. Simply match your 
descent and keep firing head to head. 





90-DAY LIMITED WARRANTY AMERICAN SAMMY GAME PAKS 


90-DAY LIMITED WARRANTY 


ey Corporation 


REPAIRS AFTER EXPIRATION OF WARRANTY 


ation nur 


NEY LIMITE Y T E AND FOR 
T TO THE CC 


MAGE 





COMPLIANCE WITH FCC REGULATIONS 


This equipment genera and uses radio frequency energy and if not installed and 
sed properly, that is, in ccordance with the manufacturer's instructions, may 
cau n ere radio and te 'ception. It has been type tested and 
(ith the limits for a C computing device in accordance with 
r Part 15 of FCC Rul vhich are designed to pro 

vide reasonable protection against such interfe 


However, there is no guarantee that interference I not occur in a particular instal 
lation. If this equipment does cause interference to radio or television reception, 


which can be determined by turning the equipment off and on, the us 
aged to try to correct the interference by one or more of the following meas 


Reorient the receiving antenna 

Relocate the NE th resp to the receiver 

Move the NES away from the receiver. 

Plug the S into a different c so that Control Deck and receiver are 
on different circuits 


К necessary, the user should consult the dealer or an experienced radio/television 
techn n for additional suc 15. e user may find the following booklet 
prepared by the Federal C tions Commission helpful: 


How to Identify and Resolve Radio-TV Interference Problems. This booklet is avail- 
n the U. 
184-000-00345-4. 





